Deus Ex HR/MD Augmentations 


Behold the Neon Gleam 


Note: All of these augmentations, unless otherwise noted, are only available as Cybernetic or Robotic augmentations, 
and were inspired by Deus Ex: Human Revolution/Mankind Divided. 


Cyber-implanted Armor 


Older augmented armor technology for biomorphs, cyber-implanted armor is efficacious, but is not often implanted 
these days for logistic reasons. All but the lightest is incompatible with normal bio-implant armor systems, and 
damaged cyber-implant armor cannot be repaired by biomorph medichines, nor does it regrow normally; the user 
must either receive medical attention if they receive a Wound, or get a second Medichines system just to repair this 
extensive set of implanted armor. Nevertheless, a rare few very old combat-augmented morphs still sport original 
systems, and some users choose cyber-implant armor over normal armor for personal reasons. Unless otherwise 
noted, cyber-implant armor does not allow for the user to be vacuum-sealed, but does accept armor modifications. 
The augmentee’s sense of touch is, unless otherwise noted, e/iminated except upon hands, feet, face, and (if they’re 
lucky) genitals. Dermal armor is extreme combat augmentations, and even Scum are left aghast at this level of 
augmentation. 


Dermal Armor, Industrial 
Implanted for the benefit of the earliest generation of augmented industrial workers, industrial-grade dermal armor is 
obviously synthetic armor plate replacing the majority of the user’s skin. It is not cumulative with any other 
implanted armor, but may be worn under other protective gear. It improves the user’s armor rating by +10/+10. 
[High] 

Industrial Dermal Armor can be upgraded to allow for vacuum sealing by increasing the cost by an additional 

[Low] purchase. Note that this only allows for the purchase of the Vacuum Seal augmentation separately. 


Dermal Armor, Light Combat 
Equivalent to the light combat armor installed on synthmorphs, this sleek, obviously-synthetic dermal armor replaces 
vast segments the user’s skin with armor plates and flexible synthetic armor. It is not cumulative with any other 
implanted armor, but may be worn under other protective gear, though it must be manufactured explicitly for the 
user, and impairs movement as if it were a worn layer of armor. It improves the user's armor rating by +14/+12. 
[High] 
Dermal Light Combat Armor can be upgraded to allow for vacuum sealing by increasing the cost by an 
additional [Low] purchase. Note that this only a//ows for the purchase of the Vacuum Seal augmentation 
separately. 


Dermal Armor, Heavy Combat 
It’s very easy to mistake someone with a full set of Heavy Dermal Combat Armor fora synthmorph. (Subject morph 
gains the Social Stigma: Clanking Masses trait.) This full-body replacement of the skin with armor leaves very little for 
a viewer to judge that the subject is nota synthmorph by, and is incompatible with heavy, stiff types of worn armor, 
though it can be used with the likes of smart skin. It increases the user’s armor ratings by +16/+16, and includes 
Vacuum Sealing at no extra cost. [Expensive] 


Electromagnetic Hardening 
EM Hardening can be installed even in a morph with only Bioweave armor, and increases your armor value by +10 
against Shock attacks, cumulative with worn Shockproof Armor. It also gives your mesh radio a chance of surviving 
an electromagnetic pulse; if subjected to an EMP, roll MOX x 10. If you succeed, your mesh radio was sheltered from 
the attack, and functions normally. EM Hardening may be applied as an augmentation to a synthmorph’s innate 
armor. [Moderate] 


Subdermal Armor 
The lightest form of cybernetic armor, subdermal armor /s cumulative with Light Bioweave and worn armor. These 
implanted plates visibly change the user's look, and can definitely be felt under the skin, although they are flexible 
enough not to interfere with agility. Subdermal Armor does not impair the user's sense of touch, and improves the 
user’s natural armor rating by +5/+5, and cannot accept armor modifications. [High] 


Cyber-implanted Weapon 


You name it, if you can hurt someone with it, someone has, at some point, wanted to implant it into their body. For 
obvious reasons, these weapons are usually implanted in the forearm... Scum and non-humanoid body-plans 
notwithstanding. Melee weapons use the Unarmed combat skill regardless of whether they're a blade or a club or 
something else, and may be used to deliver Eelware shocks in addition to any damage dealt. Far larger and more 
comprehensive than cyberclaws, these weapons require the user to be a synth, or have a cyberlimb in which to 
implant the weapon. 

Ranged weapons use Kinetics, Beam Weapons, Seekers, or Spray Weapons as appropriate. Weapons that are 
traditionally thrown weapons (such as magnetically-accelerated knives or grenades) use Kinetic Weapons. Cyber- 
weapons can be upgraded if the GM thinks an upgrade is possible/reasonable. Melee weapons include a hydrophobic 
coating and a cleaning system so they don't gunk up their retraction system. [Moderate + Implanted Weapon. 
Cyberlimb sold separately.] 


Nanoblade 


This augmentation begins with an implanted monofilament sword actuation system in the forearm, and adds a 
magazine and specialized micro-assembler for fabricating additional blades, and a mass driver acceleration system 
that lets you launch the blade. The result is not a great way to penetrate armor, but can nail a motherfucker to the 
wall. You'll have to get dirty if you want your sword blade back, so most users simply don't fire off the last blade and 
build more, and some weirdos actually carry more. 

The magazine can hold three nanoblades per forearm; six, if the user has a Cyberlimb Plus or is a synthmorph. 
Nanoblades may be normal (manufacturing cost and time of [Low]) Reactive [Moderate], or Explosive [High]. 
Listed cost is for three blades. Reactive Nanoblades function as expected in melee, but degrade to Normal after any 
blow that inflicts a Wound, and you don't want to be anywhere near an Explosive Nanoblade when it goes off 
(functionally equivalent to a frag grenade that fires after impact damage is resolved and ignores the target's armor if 
they took at least one Wound from the impact,) let alone attached to it (it doesn't ignore your Armor, but it 
automatically deals at least one Wound and disables your arm,) so it's a good thing that the Nanoblade system 
functionally includes a Smart Magazine, letting you keep at least one normal Nanoblade around for use as your melee 
weapon. A launched blade deals double the damage of a blade used for melee combat, does not benefit from SOM 
bonii, and is rendered unfit for reuse on a failed MOX x 5 roll. [Expensive per system] 


Cybernetic Arm Addons 


These addons for a set of cybernetic arms do not require that the user has a set of Cyberarm Plus augmentations, but 
they do require that the user have a cybernetic limb, or be robotic. 


Arm Stabilizer 


Active stability control for the user's arm, incorporating gyroscopic and semi-autonomous movement routines, an 
Arm Stabilizer system functions much like a Gyromount weapon add-on, reducing or negating penalties for 
movement. The Arm Stabilizer need be purchased only once; however, if the user has only one cyberarm, they fully 
negate the penalties from only one-handed weapons (such as pistols,) and halve the penalties for two-handed 
weapons. [Moderate] 


Cybernetic Leg Addons 


These addons for a set of cybernetic legs can greatly enhance a user's mobility, and unless otherwise noted, do not 
require a Cyberleg Plus - but they do require that both legs be replaced. 


Jump Enhancement 


A Jump Enhancer, or a Spring System, augments the user's capacity to release energy in one massive burst, via 
much the same technology as the rheological smart-fluid systems in a modern firearm. The user now makes SOM + 
2.5 (round up) meter running jumps that clear 3m high, and may jump SOM + 10 (round up) meters from a standing 
start. Freerunning tests now increase jump distances by 2m in a running jump or 0.5m in a standing jump per 10 
MoS. If a character with Jump Enhancement legs falls, they may make a Freerunning test to land on their feet; if they 
do so, they reduce the effective distance they fell by 10m, in addition to mitigating 1 guaranteed point of damage 
from their cyberleg's inherent armor. [High] 


Jump Enhancement Plus 


Only available with Cyberlimb Plus leg augmentations, this augment great/y enhances the user's jumping. The 
user gains a 4/30 Hopper movement method (they retain their old 4/20 Walker movement method,) and 
Freerunning tests made to jump becomes a Simple Success Test for the user; if the user fails their 
Freerunning test, they are held to have succeeded with a MoS of 10. The character makes their running jumps 
at SOM + 2 (round up) that clear 5m, and their standing jumps at SOM + 5 (round up). Freerunning tests now 


increase jump distances by 3m in a running jump and 1.5m in a standing jump per 10MoS. If a character with 
Jump Enhancement Plus falls, they may make a Freerunning test to land on their feet; if they do so, they 
reduce the distance they fell by 10m, in addition to mitigating 1 guaranteed point of damage from their 
cyberleg's inherent armor. [High] 


Running Enhancement 
The running enhancement is a leg system tuned to, quite simply, improve the user's ability to move and run via leg 
power. The user's jogging rate increases by 100% and their running rate improves by 50% (a standard transhuman's 
walker movement rate will become 8/30.) This also improves the distance they can improve their movement rate 
with Freerunning tests by 100%. (IE, a character making a Freerunning test to sprint would be able to improve their 
running distance by 2m per 10 MoS, to a maximum of 10m.) The running enhancement necessarily improves a user's 
ability to jump, allowing the character to clear SOM = 4m with a running jump, and improve their freerunning jump 
distance by 1.5m (round up) per 10 MoS, although this is not cumulative with the bonuses from a Jump Enhancement. 
[High] 

No Running Enhancement Plus is available; quite simply, anything more powerful than this would be bounding 

too high with each pump of its legs to effectively run. This is, in fact, the origin of the Jump Enhancement Plus. 


Leg Silencers 
A combination of active and passive sound suppression systems, leg silencers dramatically reduce the sound you 
make whilst running, entirely deadening your footfalls. They make it possible for a character to sprint at arm's length 
behind a biomorph with normal, unaugmented hearing without being overheard; provided they don’t bang into 
anything or none of their other equipment rattles, anyway. Leg Silencers simply deny the possibility of unaugmented 
characters overhearing the silenced character at distances of greater than 10m barring absolute catastrophe (IE, a 
critical failure on an Infiltration roll,) and apply a -30 penalty to audible Perception checks to characters or sensors 
with unaugmented hearing within closer range than that. (Characters or sensors with Enhanced Hearing may roll but 
are at a -10 penalty, effectively negating their bonus.) [Moderate] 


Icarus Landing System 


An implanted Electrogravitics Net originally released under the (now-genericized) trademark name Icarus, the Icarus 
Landing System allows the user to slow a fall sufficiently to land safely, provided the fall is not too far (50m in 1g) or 
the terminal velocity is sufficiently low. (A user with an Icarus Landing System may land safely on Titan from any 
altitude, including orbital.) An Icarus requires a significant time to recharge fully (approximately one day under 
normal conditions,) after discharging twice, but it can be recharged faster if supplied with direct electrical power from 
mains current. (15m for a discharge.) Even though additional capacitors can be installed, using the Icarus more than 
a few times in an hour will build up a /ot of heat, frying the user. (No more than twice in one hour.) The system 

cannot fire for longer than one use; any more would burn it out - and the person with it installed. Increase the price of 
the Icarus Landing System and all of its augmentations by one step for a Large morph, and decrease them by one for 
a Small morph. [High] 


Icarus Capacitors 
An extra capacitor for the Icarus Landing System; each one provides power for 2 additional safe falls. (Maximum 2.) 
[Moderate] 


Icarus Cooling 
Built-in cooling systems, both active and passive, allow the Icarus system to fire an additional two times in an hour. 
(Maximum 2) [Moderate] 


Descent Velocity Modulator 
The Descent Velocity Modulator alters the Icarus Landing System into a hostile system allowing for dynamic entry 
into close-range combat. The Descent Velocity Modulator makes the Icarus Landing System expend two charges 
upon use, allowing the user to land with the explosive force of a concussion grenade centered on themselves, which 
does no damage to them. [High] 


Icarus Dash 
An upgrade to the Descent Velocity Modulator, the Icarus Dash System allows the user to propel themselves at great 
speeds. Employing an Icarus Dash System consumes 1/4th charge from the Icarus System and increases the user’s 
movement rate by +5m for an action phase, and allows for incredible leaps of 20m horizontally (6m vertically.) 
Freerunning tests can improve these numbers normally. [High] 


Charged Dash 


A Charged Dash is what you get when you charge up an Icarus Dash and slam into someone deliberately. A 
Charged Dash is an Unarmed combat test. If you hit, consume an additional 1/4th Icarus charge, deal 
Unarmed damage as if you had SOM equal to your actual SOM plus your max DUR, and treat the target to a 
jolt as though you just shot them with a Big Shock Slug. Combining this with a melee weapon instead is 
perfectly possible, and a good way to get it stuck fast if it’s pointy or edged, but also a good way to do a hell 
of a lot of hurt. Roll MOX x 10. On a failed roll, your weapon is stuck and will take a whole action phase to 
free, which deals equal damage going out as in if the person doing the extraction wishes it to do so. 


Jensen Shades 


So-named for the protagonist of a flatvid game from almost a hundred and thirty years ago, this simple augmentation is a set of hardened, durable 
covers for the transhuman eyes. These come in many form-factors, from simple shields between the eyeball and eyelid, to covers that snap-out or 
permanently affix over the entire eye-socket, which can be attached as obtrusively as desired. They can come in an astonishing variety of cosmetic 
styles, and an advanced version made with smart materials can alter its own customization. 

These shades protect the user's eyes from dust, debris, grit, and shrapnel. They provide an armor bonus of +6/+4 (cumulative with any other armor the 
GM rules is applicable) against called shots to the eyes. They can be opaque, reflective, or transparent; versions which are not transparent hide the 
user's eyes (if cybernetic) from Lens Spotters, and protect them completely from Lens Dazzlers and Lens Crazers. Lens Spotters may sometimes pick 
up on the shades themselves and return them as cybereye covers, however. The Low version can also serve as an augmented reality entopic display. 
[Trivial; Low for Smartmatter version capable of self-customization] 


Magpie 

This piece of software is, essentially, a semi-autonomous Scrounge skillsoft, extensively customized to take input 
from as many sensors as you can give it and highlight in gold objects or devices which are likely to be of value. In its 
default setting, it will tend to look for everyday objects a person might have lost and be looking for (tools, food, etc,) 
but an extensively customizable list of options will let it look for everything from unattended electronics to weapons 
to ammunition. 


Magpie makes a Scrounge roll of 40, +10 if looking for finished goods of handheld portability, which the user may 
treat as their own roll. Alternatively, if the user’s own Scrounge roll is 26 or better, it adds half its bonus (+20; +25 if 
looking for finished goods of handheld portability) to the user’s own Scrounge roll. It does not combine well with 
Scrounge skillwares, adding only a +5 bonus to find finished goods of handheld portability. [Low] 


Note: UI colors are, naturally, customizable. 


Aversion Software 
A heavily-modified plugin to Magpie software, the open-source version of which is produced by the Argonauts, 
Aversion software uses the input of a Magpie software to detect and mark in red dangerous objects; everything from 
bombs (which may, depending on the user's Magpie settings, be hashmarked gold and red,) and weapons to phials 
full of liquid, to objects matching known X-Risk vectors. All of the various spook agencies (Firewall, Titanian Naval 
Intelligence, Consortium Oversight, etc,) naturally build in-house additions to this plugin using data known to them 
and unknown to the Argonauts. [Free] 


Micro-Assembler 


The Micro-Assembler must be implanted into a cybernetic limb or robotic part of the body, and it must have the 
power output of a nuclear battery (or equivalent) to function. [High; Expensive for general purpose.] 

This augmentation is, quite simply, a very small nanofabricator built into a transhuman body. It can be very difficult 
to detect for what it is, with the wide variety of cybernetic and robotic parts out there. Gatecrashers sometimes like 
to use them as an alternative to suit-mounted Makers for making food, while mercenaries on long-duration ops use 
them to make ammunition or replacement parts for weapons, and subversives and covert operatives get a version 
which is a fabber for other advanced nanotechnology (such as producing a swarm of Proteans which creates a 
Desktop CM.) An [Expensive] version exists which is a very small version of a Desktop CM, capable of producing 
anything - volume limitations permitting. 


These are not very popular augmentations, as the only benefit inherent to them is being built-in to a transhuman 
body, and the volume limitation is a severe drawback. Even so, these contain, in a space approximately the size of a 
whole adult transhuman arm (including upper and lower arm,) a disassembler to reduce input to feedstock, a small 
reservoir for some stored feedstock, and a fabricator that can produce something approximately the size of a 30- 
round ammunition magazine for a machine pistol. (Autorifle and larger rounds can be produced individually, but not 
whole loaded mags, unless the aug is installed in a Cyberlimb Plus/other augmented location/robotic torso.) 


Quicksilver Reflex Booster 


This system, originally released under the brand name Quicksilver™, is an older version of the now-common and 


genericized Reflex Booster. Although now obsolete, it is present in the bodies of older transhumans who have not 
upgraded, and sometimes installed by those who need a budget improvement to their REFlexes. Quicksilver Reflex 
Boosters require far fewer exotic metals than standard Reflex Boosters, are not cumulative with standard Reflex 
Boosters, and improve REF by +5. [High (2,500)] 


Note: Modern Quicksilver systems are simply the cheapest and most-simple parts of a standard Reflex Booster, 
installed by hopeful but cash-strapped characters hoping to earn enough to upgrade to a full Reflex Booster. The 
presence of a Quicksilver discounts the cost of installing a full Reflex Booster system by its price in credits. (No effect 
on installation by Reputation.) 


Sentinel Life-Preserver System 


A series of upgrades to a user's standard medical life-support systems make surviving otherwise-fatal injuries far 
more likely, not unlike the user's ego running on a cyberbrain with a possum cache. The Sentinel LPS functions as a 
dedicated life-support system for the user's brain in the event of systemic bodily failure. 


A Sentinel LPS raises the user's biomorph death threshold to twice DUR, just like a synthmorph. If the user also has 
Medichines, it becomes impossible for the user to die without suffering massive brain trauma, just like being a 
synthmorph or cyberbrained biomorph with a possum cache; even in the event of total decapitation, the user's brain 
will be preserved, in medical stasis, in such a state that the user may be placed in a healing tank and reattached to 
their body/have their body regrown. The LPS also allows the user to disable Medichines’ penchant for placing the user 
in medical stasis before DUR is exceeded by damage. [Moderate] 


Despite the name, the Sentinel LPS was not engineered by Firewall. Firewall, as a general rule, discourages installing 
the Sentinel LPS in morphs which are used for missions, as if you've taken damage sufficient to trigger a Sentinel 
LPS, you're probably mission-ineffective and it would be faster to resleeve you. 


Sentinel RX Health System 


By the same unknown cyberware hackers as the Sentinel LPS, the Sentinel RX Health System is a full-body set of 
baffles, redundancies, extra medichine hives, genetic therapy to improve tissue durability or systemic use of extra- 
durable materials. It's expensive, but if you're worried about taking hurt, it can't be beat. The Sentinel RX Health 
System increases the morph's base DUR by 50%, rounded up to the nearest multiple of 5. The cost is one 
[Expensive] purchase per 30 base DUR the morph has or fraction thereof. (IE, a morph with a base DUR of 30 would 
need one Expensive purchase, a morph with a base DUR of 65 would need three Expensive purchases.) A character 
must have Medichines and Basic Biomods to benefit from a Sentinel RX unless they're in a synthmorph, in which case 
they only need Medichines. The Sentinel RX causes the character's morph, if biological or pod, to gain the Fast 
Metabolism trait. If they already have it, then triple their required input of food compared to a baseline morph of their 


type. 


Social Enhancer (C.A.S.I.E.) 


Given the catchy backronym Computer-Assisted Social Interaction Enhancer, this augmentation revolves around the 
use of Kinesics software, and does not stack with it. It’s more than mere software, however; it’s a dedicated social- 
interaction subprocessor, which, in much the same way your muse can predict your responses to social media posts 
or make your vote for you in the plurality, a C.A.S.l.E. aug moves faster than you do. With the right other 
augmentations, this lets you smoothly make responses even while you take your time to review data. 


The C.A.S.l.E. cyber aug is thus a means of tying multiple pieces of hardware and software together. The more sensor 
input you can give it, the better it can advise you; the more speed you can give it, the better it can help you make 
smooth social interactions and avoid gaffes. C.A.S.l.E. seems to function much like social skillswires, but it is not 
skillware; you can benefit from C.A.S.l.E. and skillware. As a bonus, a C.A.S.l.E. aug functions as a dedicated skillware 
system for the social interaction skills it augments, allowing you to slot those skills without using other skillware 
capacity. It is still limited to a total of 100 points, however. 


A C.A.S.l.E. takes input from your senses and runs it through your Kinesics software, and polls the mesh for what it 
can grab quickly, building a rapid profile of the person with whom you are interacting. The better your senses, the 
better it can augment you - but its use can be detected by those who also have a C.A.S.l.E. 


One particular benefit of having an active C.A.S.l.E. is that you no longer need to maintain focus on social interactions 
whilst using the Mental Speed augmentation. [High] 


Kinesics / Psychology 


The C.A.S.l.E. adds this Kinesics bonus to the value of any Knowledge rolls that have access to its input and sensor 


collation made to assemble a psychological profile of the target, formal (Ex. Academics: Psychology) or informal (Ex. 
Kinesics.) This can be a roll being made afterwards with the benefit of a C.A.S.l.E’s records, or on-the-fly. No matter 
how many sensors and how advanced the Kinesics software you can bring to bear, this bonus cannot exceed +60. 


Base +5 

Electrical Sense +5 (If subject's electrical fields in range; double bonus against Pods and triple vs. 
Synths) 

Enhanced Vision +5 (If subject's body visible) 

Enhanced Scent +5 (If subject is biomorph/pod and can be scented/scent not actively controlled.) 


Enhanced Hearing +5 (If subject can be heard.) 
Kinesics Software +Bonus (+10 or higher, with improved software.) 


Lateral Line +5 (If subject biomorph/pod can be heard through liquid; not cumulative with Enhanced 
Hearing.) 

LIDAR +5 (If subject is biomorph/pod with face visible.) 

Ultrasound +5 (If subject biomorph/pod can be heard.) 

Quantum Radar +5 (If subject's biomorph/pod is visible.) 


Intimidation, Persuasion, Protocol & Deception 
The C.A.S.l.E. adds a bonus to Persuasion, Intimidation and Deception rolls. The more comprehensive the profile it 
can put together on the target, the better; up to a point. After that, the limitation will be the user’s ability to 
assimilate and utilize the information it provides. The more time you have to do this, the better; if not interacting in 
real time (IE, if chatting with a significant time lag,) you have all the time in the world to use this and benefit from the 
full +30 bonus for actions available. If you’re attempting to pick someone up in a bar, having loads of actions help, a 
lot. Even so, no matter how much time you have, this bonus cannot exceed +60. (This is the same bonus as taking 
extra time, which is what this augmentation allows you to effectively do.) 

Bonus to Kinesics 1/2 (Round Down) 

Actions +5 per Complex Action/combat turn available to primary ego*. (+30 Max) 

Psychological Profile +5 per MoS on Academics: Psychology or related roll. (+30 Max.) 


* Complex Actions available to the primary ego do not include the complex actions taken by, for example, temporary 
forks created by the Multi-Tasking action or the split personality created by the Multiple Personalities augmentation, 
but it does include extra actions granted by the Mental Speed augmentation, and having a Speed higher than 1 (such 
as by the Neurachem augmentation.) 

É An inaccurate psychological profile that isn’t known to be false applies a penalty of -5 per 10 MoF on the Psych: 
Academics roll; or -5 per 10 MoS if a false profile was intentionally planted. If a C.A.S.l.E.’s user suspects a profile to 
be misleading, they are well-advised to dump the profile and act without it. 


Typhoon System 


A black operations augmentation developed in the mid-2000s, nearly a century before the Fall by a defense 
contractor for the United States of America's alphabet agencies, the Typhoon was immediately classified, redacted, 
and the scientists who invented it were placed under house arrest in a deep dark hole full of augmentations research 
gadgetry. The reason is simple: the Typhoon was a terrorist insurgent's wet dream, allowing for a “suicide” bomber 
to survive multiple operations, sowing chaos and vanishing into it. 

The fears behind the Typhoon was slowly rendered largely-irrelevant as further transhuman technologies were 
developed, and death itself became a medical condition which could be overcome, but it remained classified until the 
Fall, only a rumor. It remained a rumor after the Fall, but the plans escaped Earth, where they remained in the hands 
of Jovian operatives, until very, *very* recently, when they escaped and slipped out into the system, being implanted 
for profit. The plans remain secret, whispered about - for now, but it’s probably only a matter of time until some 
extremist of one flavor or another gets ahold of the whole plans and spreads them. 

The Typhoon is, essentially, a system of implanted microgrenade launchers that fires a hailstorm of explosive 
directional grenades all around the user's body, exploding outwards in a vigorous storm of destruction. The effect is 
rather like centering a full-sized Standard Seeker's detonation upon the user, but the user (and on/y the user) 
remains unaffected, as though in the eye of a hurricane. The Typhoon uses custom-manufactured directional 
explosives, and the user is we// advised to wear only light, non-armored clothing, or else to wear garb which is 
specially designed with ports to allow the ejection of the Typhoon ammunition. The Typhoon is also available as an 
equipment upgrade for armor suits. [Expensive; owing to rarity alone. High is the fair price.] 


The following explosive grenade types are available: Concussion, EMP, Frag, High-Explosive, Overload; no Smart 
Ammo options may be employed. The listed purchase price only gets you two shots, however, and the Typhoon 
System can only hold two shots at once. The user may mix ammunition types and swap between them freely. 


Typhoon Ammunition Upgrade 
This augmentation upgrade is, quite simply, an extra few shots for the Typhoon system, each installation of this 
upgrade adds 2 shots; only 2 installations may be made in a normal-sized user or armor therefore. A Small user may 
take one of these; Large or larger may take a great many more, however. [High; owing to rarity alone. Low is 


the fair price.] 
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